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Welcome to SimCity, My name is Dr. Wright, and | will be your guide and 
al due fell 
lands, As mayor, the choice is yours. Let's start off by destroying Tokyo. 
‘Studies show that nine out of ten new mayors begin their careers with а 
Ere due p E 
a ra ; 

to the real challenge of building a thriving metropolis. If you want to skip 
па +: 


HOW ТО BEGIN THE 
DESTRUCTION OF TOKYO 


| 


sete Gane Pak ure the Move cure wow е SCENAM — — 
рани napun START of Ww mna push START збира О. 
fe seen 


ERES 


THE KING COMES 
‘As you can see from tne telefax me 
Bowser, the King of the Koopas, is on 
way fo stomp Tokyo. What, you were ex- 
pecting a giant izard? Мом, if you push the 
© Button you'll see Tokyo BK—Betore 
Koopal 


TAKE A QUICK TOUR OF TOKYO 
Use the Control Pad — 
while holding down the ЈА 

© Button 0 scroll all 


whatTokyoissupposed 
folook ike, Soon, thanks. 
to you, the city wil look. 


bell’ 


rw so the mper aon. The arnt s atou Ia bw cod 


more tke а footprint, ew naneta на 
WHAT'S ON THE МАР 
= When you look at Tokyo, you 


soe many structures. There 
are stadiums, police stations 
‘and public bulldings, but also. 
places where people live, 
Work and shop, 


MORE INFO 


The submenus have information many forms including maps and graphs. 
They aiso allow youto control game options like how fast time passes or how 
much money you want to spend on fire protection every year. Nonel 


More the camaro one ce amas The green Ip er, then push fo ates a suben: 


‘nipping ез, starting 
dinersly doing eventing possible to rake Vs about as comvevtabie ва 
jaf spikes, I can hardly bear to watch, And although you can't see them, 
the SimCiizens are in the streets, screaming and running around like ants. 
Afterall, they didn’t elect their ayorto use thecity as an experimentin terror. 
As for! r, you can hear him roaring in anger, unable to find Mario and 
Ж Luigi, which isn't surprising since they live in Brooklyn, not 
Tokyo. Listen closely and you'll e 
‘also hear explosions as facto- B w 
ries catch fre. Now here's ап Bde 
| According to 
ту si ‘over half of all 
regret the decision to 
‘sack thelr cities, but fortu- 
nately for their peace of mind the 
quit lasts only 2.6 seconds on. 
average. 


attempt 1o make amends; mat's to say, 
is natto wreckitin thefirst place, but 
these days. Stil, if you want to put the pieces back toc 


both buildings have power. 


Rebuild roads, airports, etc. 
the same way. 


tet i ресе пы сув eom 


MONSTERS ARE 
NOT ENOUGH? 


Another curious fact about SimCity mayors is that one 
isasteris never enough. The reasoning goes something like 
‘this: "Geo, that monster was great, but there must be half a dozen 
‘buildings still standing. | wonder what t would take о destroy EVERY- 
THING?!" in theirinfinite wisdom, the designers of SimCity included six fun- 
filed ways to wreak havoc on your hapless population: fires, monsters, 
floods, tornados, earthquakes and plane wrecks. To activate some or (better 
yet) allof them, move the cursorto the green bar at the top of the screen. Now 
thebox becomes a hand. Move thehand soit points at the footprintand push 
(0. Simply point at the disasterís) of your choice and push © to activate it 
(them), 


а 


THERE'S SO 
MUCH MORE 


Destroying cities can be habit forming, but most 
mayors soon find tismore ofa chalenge, andjust 
за much fun, to bui стег and make them work. 
SimGity ets you doitall. You can create your own Tw is a vonolsing a ely ae. 
слу from scratch or solve the problems of real пуза cais lua 
Sites ravaged by disasters. The folowing chap- 
ters take you step-by-step through the creation of 
a practice city, explaining how to build everthing 
from power stations to booming commercial di 
иста H you isten closely and fake my advice 
{since have spent years researching every aspect 
of SimCity. whereas you have only destroyed 
Tokyo) chances are you wil become one of the 
greatest mayors of al ime. 


— — 
Teend ob werkt ora ay. 
Wires Tome ARAM Koopa! 


o 
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STAGE t VILLAGE STARTING UP 


SIMCITY? Let's get started with our Practice 
WHAT IS A us Giy. insert tne Game Рак in the 
А SimCity is a "simulated" city. Almost everything ‘Super NES Control Deck and turn on 
that happens in a real city happens in SimCity, too: the power. At the title screen, push 
Dulldings are bui, traf gets jammed and people StartorO. The Main Menu appears 
Complain about taxes. As years pass, stores be- ‘with three options, Move the cursor 
соте skyscrapers and workshops become facto- with the Contro Pad to the Practice 
ries. It looks as if the city has a life of its own, but as City option, and push ©. The telefax 
mayor, it's your job to make it grow. Graphs and message says your goal is to build a 
maps help you pinpoint trouble areas, then roll up. city of 30,000 people. Now push © 
Your sieeves and start bulldozing and building. The to begin the game. 


main goal s to build a Megalopolis with half a million 
‘SimCitizens. There are also Scenarios where you 
‘solve the problems of existing cities. This manual 
‘shows you how tooperate allthe featuresof SimCity. 
It also guides you step 


by step through the ~ 

Practice City from Vil- 

lage level lo Metropolis. 3 WHAT DO YOU SEE? 

0 you can learn the Thearea where you builds the Landon. Right now you see only blue water, 


basics as well as 
vanced strategies. 


SIMCITY CONTROLS 


— — 


Es ‘brownfields and green forests, which change with the seasons, The Practice 
L] City Landform is a small island, but there аге 1000 challenging Landforms to 
‘choose from when you start a new city. 


E First, choose Create New City from 

the main menu. Now select a Land: 
form. Use the map displayed by point- 
ing at OK and pushing ©. or point at 
NEXT and OK to see the next map. 
You can also choose a Landform by 
number using the counter arrows at 
the bottom of the screen. Enter the 
name of your city on the following 


CowniPad seuser srant screen. Next pick one of the three 
Never decumas Ampas curar ta ta btt- Acti some maru ‘game levels and verify that everything 
rms Мрак — теты is Push and the game begins. 


LETS BREAK GROUND 


POWER TO THE PEOPLE 

No one wants to move to a town without power, so to get started you need 
"obuld'a Power Plant Build ethera nuclear plant ($5000 and nonpoluting) 
Cl piant зо and ИН се КИ 
Zones with Power Lines. Zones without power display а binking О symbol 
A Zone placed beside a powered Zone doesn't need Power Lines. 


STEP-BY-STEP 

Move the cursor to the Nuclear Power icon а. Push © to select й. Move the 
cursor over the Landform and a box appears indicating the space needed 
to build the Power Plant. Build it at the location shown below by pressing О. 
Now build an Industrial Zone d using the same steps. Finally, choose the 
Power Line icon ш. and bulld Power Lines between the Power Plant and 
Industrial Zone. 


Puce Powe Punt hara Guan ata Zorele. Connac? th Power Ls 


Your city is buit using the 16 icons on the left side of the 
screen. Each icon represents a Zone ог city facility such as 
а Stadium that you can place on the Landform. To use the 
Build icons, move the cursor to the left side bar or push 
SELECT. Point the cursor (now a hand) at the icon you want 
and push О. The cursor becomes aboxthe size of the object 
you wil build. When the 

Cursors overthe spot you 

want to buid, press б 

create the object. Con- 

struction costsappearbe- 

low the icons and are de- 

ducted automaticaly from 

your cash on hand. 


| UNDERSTANDING 


Zones are areas designated for Industrial, Corri- 
mercial or Residential development. As mayor, 
ZONES rcm INIT You won't 
actually bull factories, stores or houses. SimCitizens do thatif the Zonesare 
attractive. Some of the things that make Zones attractive include access to 
roads and power connections. Over lime, Zones develop, which means. 
SimCitizens might build bigger buildings or factories on them. Buildings can 
also get smaller if conditions go sour, for instance, if pollution gets too high. 
STEP-BY-STEP 

Let's buld a Residential Zone where people can live and а Commercial Zone 
"where they can shop. Move the cursor to the Residential Zone icon 24 and 
push Ф. Build the Residential Zone in the location shown. Now choose the 


Lines as shown, (Note: I 
the Budget Window 
pops up, move the cur- 


Sorto OK and push Ф) Bayou now Zana at sawn Connect вой Zonos win Por 


THE LAY OF THE LAND 


When you first be- 


now city, take 
nute to survey ; 
the Landform you = 


have chosen before 
building. For in 
stance, you don't 
want to build an expensive Power Plant and later find that you 
have to bulldoze it. A little preplanning goes a long way. As you 
scroll over the Landform, note potential sites for Industrial and 
Residential Zones. Take a look at the rivera, lakes, and forests 
to see where Zones can fit together without wasting space, 


BUILDING — 8 


Cities need transportation systems so 

people can get from their homes to 
{heirpiace of work and to otter pices 
1ке shops. In fact, Га Zone does not 
ave a section of Road or Rail touch- 
ingititwon'tdevelop Roadscost$10 
per section to build (820 over water) 
butlomaintain them your have o pay 
ап additional amount every year de- 
pending on how many sections of 
Road you've but 


STEP-BY-STEP 
In your growing vilage, you'l need a Road connecting 
the three existing Zones. To buld a section of Road, 
move the cursor 10 the Road icon æ onthe lef side bar 
and push ©. Now position ho smal cursor box over the 
Spot whore you want the Road and 

Push © again, Tho Road appears 

Follow. the example shown in the 
Барај 

hotice thatthe Road оџсева се 

Zones. 


Dr. Wright is the leading expert on SimCity and he likes to help whenever 
he can, Sometimes he pops onto the screen to give you a message or 
‘warning, Реа good idea to listen. To clear the message off the screen, 
just push Ө. If you need advice, move the cursor to the Dr. Wright icon 
Sion the top bar and push ©. 


ESSENTIAL SERVICES 


In real cities, people demand protection from crime and fire, so they hire a. 
police force and firemen. SimCity is no different. Police Stations reduce 
‘crime in the neighborhoods and Fire Stations put out nearby fires. Without 
these services, crime runs rampant and the town might bum down. Each 
‘tation costs $500 and requires yearly funding to keep it operational 


STEP-BY-STEP 
Let's begin by building a Police Station, Move ће cursor to the Police icon 
Alon the left side bar and push ©. 

Move the cursor box over the Land- 

form and push © to buld the station Е 


Since you placed the stations next to 
powered Zones, you won't have to 


For useful information about your city, go to the Information Menu icon 
Ф on the top bar and push ©. A submenu appears with eight choices. 
The submenus are explained individually in this manual. For now, let's 
take а look at Police Coverage. Move the cursor to the Map icon i! and 
push ©, then go to the Gover. 
ment Services icon dli. Now 


choose the Police Coverage con 

»* to bring up the Police Cover- 
аде map. Inter- 
pret the map 
using the color 
scale to the 
right. 


CITY ATTRACTIONS. 


If all your city had was factories, shops and houses, it would be a pretty 
boring place. SimOitizens are party animals. They (ке to spend time in the 
park, at the ballgame or throwing money away in casinos. Parks are a great 
"deal at $10, and they help raise Land Values and reduce crime (more on this 
later. You Won't need to build a stadium until your village gets much bigger. 
Casinos ar jut one of many Gifts you can receive and gwe to your city later 
in the game. 


HE WRIGHT FILES: PINEAWAY 


Pinoaway, Wisconsin was once a bustling city on the Muckluck 
River. Forests and parks were everywhere and the air was 
fresh, Today, ten years after Mayor Sawyer ignored my advice 
Amd decided it was more important to clear the land for 
Industry, the trees are gone and there isn’t any new industry. 
Grime arid pollution levels are so high that no one but mutant 
super heroes want to move there, ven worse, Land Values 
have fallon ike a rock, which moans the city oolecta fewer tax 
dollars so the roads are beginning to decay. Pretty soon 
Pineaway will simply pine away. 


Yours ago Poway was gwen ana hapy. Тоу, Prey 8 — 


MONEY MATTERS 


'SimCities live on money. both collecting it and spending it. 
Money и p Ee ubera 
Policemen and Firemen. Zoning land also costs money, as does building a 
Ses Port or Stadium. With all this money being spent, cities need a lot of 
‘money coming in. Much of it comes from taxes. In SimCity, your taxes are 
based on population and Land Value. A large population living on valuable 
property Will psy the most tax dollars, sotheseare two of your goals—getting 
а big population and keeping Land Value high. Later in the game, you can 
Supplement your taxes with income from entertainment sources lke the 
Casino or Amusement Park. 


When starting а new game using the Start New City option of the Main 
‘Menu, you'll have a choice of difficulty levels, On the Easy Level, you'll 
begin with $20,000 and it will be 
‘easy to got businesses and people 
tomoveinto your city. The Medium 
Level starts you off with $10,000 


and people will be more reluctant 
to move. On the Hard Level, you 
begin with only $5,000 and it willbe 
difficult to encourage people to 
become citizens. 


TOP BAR OPTIONS 


‘The green top bar consists of eight different icons which control different 
aspects of the game. Access a menu in the top bar by i START, then 
move the cursor over the appropriate icon and push ©. For more detailed 
information on the use of many of the options listed below, referto the index. 


GAME SPEED AUTO OPTIONS. 
You can choose one of г The our Auto Options 
ree game speeds or inchude AutoBuldozofk. 
Pause. The speed deter- Auto Budget Ш. Auto 
mines how fast time fies. Goto ®, and Background 


Music 1 Switch each one on or off 


DISASTERS [INFORMATION 
86 
iy wih the Disaster rch, polt ad 
ee meat | || НИЛ | са opas vu an 
Para Gash Tomado your cts growth You 
Erna bd, or Monstar [| | амо oral your budget rom her 
LOAD/SAVE 
VERI | со Comma v 
Ering upan maning oly 
TL 
еуен 


Dr. Wright's thereto дме 
усо эмсе warings and 
encouragement. but 
doesn't aways give you 
‘exactly what you want to know. 


INSPECT 
‘With the Inspect Option, 
circle appears over the 
Lando in which you 
= сап read the develop 


ment level of a Zone. 


T. — ] Goto allows you to fy 
quikiytothesceneofan. 
accident or daster. A 


|__| warming message lets 


you know when a disaster occurs. 


‘Vial information about the state of your city can be seen on the Voice Screen. 
inthe Information Menu. Go to the top bar and choose the Information icon. 
(6, then choose the Voice icon №». A screen showing the dale and city 
‘evaluation appears. The screen is divided into the four categories described 
below The табор helps you rake decisione such as wht problem о 


POPULARITY 

Your overall popularity is shown as a percentage of the city's voters, Yes 
Indicates popularity. No indicates unhappy voters. The higher the Yes 
percentage, the better. 


WORST PROBLEMS 

The worst problems currently facing your city according to the voters are 
shown as percentages. Here, a high ‘means that the problem is 
‘greater, You should try to correct proble percentages over 20%. 


POPULATION 

Here you see how many people ive in your city and how many people either 
moved in or moved out during the past year, If people are moving out, you 
have a problem. Land Value and stage of development are also shown. 


GAME SCORE 
The computer automatically rates your performance on a scale of 0 to 1000. 


Ifthe annual rate of change ва positive number, it means youare doing well. 
Try to achieve a score of 700 or higher 


wi 


GRAPHIC PROGRESS 


‘The Graph Screen in the Information Menu is the best way fo check on how 
your decisions affect the city over ime; Bring up the Graph Screen by going 
1o the Information con on the top bar and then selecting the Graph icon + 
The six icons below the graph are used to bring up graphs for each subject. 
“They are shown below and can be toggled onand off by pointing and pushing 
©, The two icons on the right draw the graph for either the last 10 years or 
the last 120 years. Graph information is valuable because you can see if your 
decisions are having the desired ef- 
fects. For instance, if you have a high 
crime rate and decide to buld new 
Police Stations, several yearslator the 
‘graph wil show how the crime rate 
dropped. 


RV rm 


— 
ба Рата 


You can berg up one pae rato tam or 


it — — 
developement ‘development ution петама of Land Vale. cme growth 


Сда Са али rhea 


SAVING & LOADING 


‘SimCity has a built-in battery that allows you to save two different cities, 
‘Those citiescan be of your own design, or they can be either the Practice City 
‘oc Scenario cies: When you bring up the Load/Save Menu *:, you'llsee four 
Options: Load f=, Save fs, Go To Menu BS, and End The Go To Menu will 
‘take you to the Main Menu. End will end the game. Both ask ll you want to 
‘save your current game before either going to the Main Menu or ending the 
‘game session. Choose Yes if you want to save the game or No if you don't 


HOW TO SAVE YOUR CITY 


To save your current city, bring up the Load/Save Menu and move the 
cursor to Save Bx. Now push 


А second window appears that asks if you. 
want to save the city in position 1 ог2. Choose the save location by using the 
‘cursor and pushing ©. The date and name of the city appears in the chosen 
position and а message indicates the game is saved. 


HOW TO LOAD A CITY 

To load а city that was saved previously, bring up the Load/Save Menu ft 
and move the cursor to Load fa. Now push ©. A second window appears 
"hat asks which city you want to load. Choose the city from one of the two 
locations by using the cursor and pushing ©. The chosen city automatically 


population 
‘tween 2,000 and 10,000 people. Your 
Practice City is now at Vilage level, but 
it wil soon become a Town, Reaching 
the higherlevelsof city development 
City, Capital, Metropolis and Mega- 
lopalis-— lakes alitie more work. You'll 
have to make efficient use ofthe Land- 
form and deal with many problems, 
including possible disasters that can 
wipe out a city. This chapter gets you 
up and growing, plus you'l learn about 
Parks, Gifts, and much more. 


| Q&A: DEAR DR. WRIGHT: | 
How DO МАКЕ MY CITY GROW? 


This question сотов from Mayor Eleanor Publio of Piltdown City, but it 
is the most commonly asked question of ambitious, new mayors. 
| There's no single. answer. Cities grow if the conditions are night, Ike 
crops that need water, fertilizer and sunlight, The conditions needed to 
таква спупре for growth includejobopportunites, affordable housing 
and а pleasant environment. As mayor, you can influence these 
"Conditions, Zoning land for new Industrial and commercial businesses 
сап result in job opportunities while zoning land for residential unts 
| might help provide atfordable housing, Making the city pleasant could 
entail reducing trafic, cme or pollution, or it might mean you have to 
бића a Stadium or Amusement Park, There is no one solution because. 


|| everveltyisdifferent Yourjobisto try difarentsolutionsuntilane works. 


The RCI Meter in the upper right comer of the. 
‘screen stands for Residential, Commercial, In- 
dustrial. The colored bars above or below the 
RCI represent your city's requirements for each 
‘typeof Zone. Ifthe Residential Red) baris above 
the RCI, then you probably need to create new Fad 
Residential Zones. Iftheredbaris below the RCI, 


To grow. this Vilage nods 
plea ee 
ingnew Zones when the 
4 ahs THE PRACTICE CITY SO FAR 
RC meter, you can bal- 
ancegrowthsoyourcity 


has the right types of 
Zones to expand. The 
ACImeter doesn't react 
instantly to changes, 
and it doesn't say how 
many new Zones to 
‘make. That is up to you. 


GOALS OF THE GAME 


‘SimCity doesn't have one goal like defeating an evil dragon. The main goal 
is to build a Megalopolis of a half milion people, but you can set other goals, 
100. For instance, you might ry to build а city of 100,000 without bulldozing 
anyforest. Or you could try to reach Metropolisin twenty years of game timo. 
‘The choice is yours. You don't even need to have a goal. Some mayors just 
Tike dealing with problems as they occur. 


Foryour Village to grow, you'll need to provide new industrial jobs. Once land. 
is Zoned for industrial use, chances are a small factory will be built very 
quickly. That factory needs workers and those workers wil moveto your city, 
helping itgrow. Later, conditions are good, larger factores: more 
people will be built, (See page 80 for a chart of Zone Development) | 
placing new Industrial Zones, give some thought to where they should go. 
You wouldn't want to place them next to a Residential Zone, because the 
pollution and crime that exist near Industrial Zones would keep the Residen- 
tial Zone from developing. You don't want to build Industrial Zones far away, 
either, due to the extra cost of Roads and Power Lines. The best plan is to 
group Industrial Zones near each other, leaving some open areas to keep. 
Pollution lavets low. 


STEP-BY-STEP 

Using the method of creating Zones described on page ten, create two new 
Industrial Zones as shown in the pictures below. Placing the new Zones near 
the Police Station wil heip keep the crime rate low. Make sure power is 
connected and that you build Roads so both Zones have access. Very soon 
your Village will become а Town. 


The РОЈ now shows iow 
sal rood 


M's timo По butt new Zones, These are prime locations. 


— 


THE WRIGHT 
PIGIRON 


Pigiron, PA wasn't always an indus- 
trial wasteland with pollution so thick 
you can stab it with a fork and 
‘criminals under every rock. One hun- 
dred years ago it was a well balanced 
community of homes, shops and in- 
dustry. Then one day Mayor Gil 
Eyesore returned from a trip to à 
Widget factory. He was a changed 
man. He had a vision of Pigiron 
becoming the widget, capital of the 
world!.As a result, he zoned every 
available piece of land for industrial 
use. He practically spent all the money 
he had, but he figured that industries 
‘and people would soon flook to Pigiron 
and begin manufacturing widgets. 
Industry moved in and the skies 
darkened. Then crime raised its ugly 
head and Pigiron soon led the nation 
1n the rate of stolen Nintendo Power 
Magazines. Even worse, as far as 
Mayor Ryesore was concerned, was 
that none of those dozens of new 
factories 
manufac- 


widgetless 
husk of a 
mayor. — — 


polutan 


Trafic Jams re constant. 


TOES BRE NEEDED: 


‘When you create new Industrial Zones, you also create more jobs. Some 

people ven indus Zones but you vant iy to grow, you must 

Ada esdentarzones niat for every Indust or Commer 

youu, you shoud also buid a певана Zone The bast place for 
dental Zonesis where the Land Values are high. People whamoveinto 

‘hose Zonespay moretaxestothecty Since Land Vales are high along the 

vitro, that's a good pace o bul, Zone development, 


single family houses and progresses to И о 
tum f conditions are good. Good conditons include low cime and 
pollution, few traffic 


and proximity to Commercial Zones and 
‘entertainment such as Amusement Parks. 


STEP-BY-STEP 

‘To determine how many new Residential Zones you need, calculate how. 
many now you have. 
four, which means you need to build three additional Residential Zones. 
Use the directions on page ten for building new Zones and place the three 
new Residential Zones totheleftofthe existing Residential Zone. Make sure 
the new Zones have power and access to Roads. Whenever possible, new 
Zones should be built 
next to already exist- 
ing Zones to save 
space and eliminate 
the need for Power 
Lines andextra Roads. 
‘Soon after building the. 
new Zones, the RCI 
Meter wil indicato less. 
‘of a need for Residen- 
tial Zones. 


THE WRIGHT FILES: 
DOODLE таа о 


ing plan when it became а town. 
One night before the town even had a name, the new mayor 
unthinkingly made doodles all over the city map while talking 
to her brother on the phone. The next day, the crew that was 
building roads mistakenly used that map to layout the roads 
1n town. The result was chaos. Roads looped and turned for 
по reason. Residential Zones were scattered and few were 
right next to each other, so miles of extra power lines had 
tobe built. Traffic was horrible and Police and Fire protection 
was inefficient. Eventually the town stopped growing be: 

cause the space between zones was not large enough for new 


zones to fit. Eyan the mayor gave up on Doodle and moved 
to New Hampshire, 


TE НЕ ТЈ 


LE 


‘Mistake #4: No contral commercia! area 


YOUR HOUSE X 

Due to thenew Zones you just built, your city will reach a population of 2,000. 
TOR LATER 
mie M E EET 
pele, c agere 
а com 


EP 


When the question mark, or Gift icon 2) at the 
bottom right of the side bar is ted, 

the cursor to the icon and push ©. A window 
appears showing Your House З. Push © and 
position the cursor box where you want to build 
Your House, Make sureitis connected with power 


i 


Gifts appear if a condition is met; for instance, 
the Fountain appears after 50 years. Some 
Gifts benefit the city by adding $100 each year 
to your Income, but some may cause prob- 
lems. The Casino increases crime as well as 
‘adding $100 income. Zones surrounding Gifts 
develop fast and usually reach high levels. Seo. 


OU page 46 for more information on Gifts. 


MORE DEMAND FOR 
COMMERCIAL ZONESE 


With an increase in population from new industries and workers who have 
moved into the residential areas of your city, the demand for more Commer- 
cial Zones increases. Watch the RCI Meter to see the relationship belween 
Zones. Demand for Commercial Zones always follows development of 
Industrial and Residential Zones. Commercial Zones in a real су include. 
many types of businesses, from Mom and Pop groceries to stock markets. 
‘SimCity simulates the variety of businesses with different levels of growth. 
Commercial Zone development begins with small businesses in single floor 
strip malis and reaches skyscrapers if conditions are good. The conditions 
tor reaching those high levels include proximity to many Residential Zones. 
and some Gifts, a high population and the presence of an Airport. Crime and. 
pollution levels don't affect Commercial Zones as much as they affect 
Residential Zones, 


STEP-BY-STEP 

Use the method described on page ten to build 
new Commercial Zones. For now, one new Com- 
mercial Zone placed just to the left of the existing 
‘Commercial Zone should be enough. Atthis stage. 
of development, you need more Industrial Zones. 
than Commercial Zones, but that will change. 
Маке sure the Zone has access to a Road and 
power. 


PARKS AND A WELL 
BALANCED CITY 5 


SimCity is a game of balance. When you add a new Zone, you change the 
conditons of the game. As more people move in, crime, trafic, unemploy- 
ment and pollution may increase. One way to counteract the effects of 
{growth is to build parks. Use the Park icon Sa and the method for bulging 
described on page ten to create parkland of lawn and trees. The cost of $10 
‘sabargain. The benefitsinclude reduced crime and poliulion and increased 
Land Values. Create parks near the Industral Zones and Residential Zones 
аз shown in the photo, Parks con't require power or access to Roads. You 
‘should also add anew Em 
Residential Zone to 

balancetneadditionor 
the Gommercial Zone 
you built eater. 


THE " "ETE ' - 
THE WRIGHT FILES: TOWER 
Mayor Blimo Fogg of Tower, Nevada dreamed of hio sleepy, 
desort town becoming the Manhattan of the West. 1. didn't 
matter to Elmo that his city didn't meet any of the conditions 
to support a thriving commercial district. Big business would 
come, he believed, ithe zoned the desert for commerce instead 
of cactus. At firat, several businesses did move in, but traffic: 
became impossible and there were по now residential areas 
Within a few years 

almost all the new 
Dusineases ^ had 
moved away, leaving 
empty Iota for the 
coyotes and tum 
blewood. 


Tra mayor hag Bg oar But coyotes don shop. 


EVALUATING THE CITY 
By now you've probably noticed a number of messages that pop up onthe 
screen waming of impending traffic problems and high crime rates. These 


In SimCity, wheneveryoubuid Roads | A rising crime level is usually the 
between active, growing Zones, you | second problem encountered by a 
Wil eventually havea traffic problem. | small town. Go to the information 
Buldingmore Roads doesn't always | Menu # and open the Map Screen 
help. because they might not go | “= ,thenthaCrimeicon 7 , Theareas 
Where commuters want to go. Your | shownin color on the map are areas 
Practice that | where crimes occur, Low Land Va 
the road system is simple. To see | ues and distance from Police sta- 
Where the problems occur, goto the | tions increase crime, Look at Police 
Information Meny, € and activate | coverage А А to determine whara 
the Map Screen s. | a new station shouk 3 
— idera station should be bu 

lem is where the Road curves. As in 
а reai city, SimCity traffic slows at 
‘curves and intersections, and that | 
Causos traffic jams. A good rule is to 
keep Roads as straight as possible. | 


Look tor ату The Trafic Map. 


Don't wory et 


‘At this point your town has a lot of growing to do 
ifitis going to reach City level, but before you 
begin zoning every square inch, it would be a. 
good idea to review the problems that wil soon 
afflict your city. Crime, pollution and trafic are al 
‘concerns, tis better to plan ahead than wait unt 
the problems slow down your growth ate. Good 
planning can even mean that some problems 


Q&A: DEAR DR. WRIGHT: WHAT 
PROBLEMS DO! TACKLE FIRST? 
Many inexperienced mayors waste precious time worrying about which | 
problems to deal with first, and while hey re worrying, the problems get | 
out of hand; then they worry even more and the problems get even 
rse. The trick is to have a plan—a vision of your city—that takes al | 
potential problems into account I you don't have a plan. you shoud 
deal with the problem rated highest In the Voice Screen Public Opinion | 


Bol, Through tial and eror you wil ват that many problems can be | 
— before they occur. 


"n reel cities, crime can occur anywhere from 
homes to offices, but there are often areas where 
rime rates are much higher than normal. That is 
also rue in SimCity. Industrial Zones have more 
Crime than Commercial or Residential Zones. As 
атевић, you should build more Police Stations in 
the industrial areas of your city. When you build 
‘new Industral Zones Ё, remember to buid a 
Police Station +. nearby, When building new 
Commercial and Residential Zones, the Police 
Stations canbe spread out abit further Check the 
‘Grime map to make sure your planis working and 
that you didn't forget an area. А second, simple 
way to reduce come is to build parks in empty 
Spaces, especially in industrial areas. 


Now let's bulld some 
new Industrial Zones, 
keeping in mind the 
potentialforcrimeinthe. 
area. You should also. 
think about the in. 
creased pollution that 
Comeswithnewlndus. АС? убо Staton nay 
trial Zones. Using the industrial Build icon dd on the side bar, create two new- 
Industrial Zones on the peninsula as shown in the left photo. Since there is 
по Police Station nearby, the chance of high crime rates is good, So you 
‘should build a Police station '* as shown at right. 


Bas we et Zane. 


Up with alternatives. In 

the alternative 
isto build amass transit 
system. Each section of 
Rails costs $20, and$40 
‘over water, The benefits 
are that Rails are never crowded and they don’t pollute. In fact, the most 
efficient SimCity relies entirely on mass transit Rails. 


STEP-BY-STEP 


Thebestwaytogetrid 
of crowded Roads is 
10 replace them with 
Rails. If you build a 
‘mass transit system 
elsewhere, the traffic 
remains. First use the 
fas —— 
described below to remove crowded Roads. Now use the Rail icon жа о 
‘create a mass transit system. Rails don’t require power, but they should all 
bbe connected to each other. 


[Even the best mayors occasionally make mistakes, which is why the| 
Bulldozer is so important. Go to the side bar and choose the Bulldozer icon| 
ibi then position the cursor over the middie of the building, Zone, Road, Rai 
lor Power Line yau wantto bulldoze. Push @ and the structure is gone. Опсе 
an area is bulldozed, you can build another Zone or structure on it. 


THE WRIGHT FILES 
GEARHEAD 


Everybody wanted to live in Gearhead, California—to be close 
to the surf, the sun, the beautiful people with green hair—end. 
to drive their cars all day long. Polly Piston, the mayor of 
Gearhead and the proud owner 

of an '88 Vette was no excep 

tion. While mayors from Bostan 

to Tokyo encouraged Polly to 

build а mass transit system in 

er booming town, she wouldn't. 

hear of it, As the years passed, 

the roads ог Gearhead became 

swamped with cars. They were 

во crowded you could walk on 

top of them from one side of 

town to the other. No one could 

get to the beach or the mall 

anymore, and the air turnêd ав. 

groen as people's hair. Polly 

decided to build more roads. 

Unfortunately, people just 

bought new cars and filled up 

the new roads overnight, 8000. 

Gearhead simply ran out of gas. 


— — Мот бозй увы лев. 


BUILDING A CITY A SEAPORT Z 


‘To boost your population to the City level requires added industry, resi- ‘can be built to help your city grow. The first is the. 


‘dences and commerce. You should also keep in mind your eventual goal of ‘dock and load and unload cargo. The Seaport costs 
‘creating а Metropolis with а population of 100,000. Although cities are built ‘spurs the development of Industral Zones. Zones near 
in many steps, you should follow a master plan. For instance, most of your ‘the highest level of development quickly, but all industrial 
Industral Zones will be concentrated along the eastem coast of the слу benefit. Once you build a single Seaport, additional 
Landform. This concentration reduces pollution over the residential areas, industrial growth. 

which will be on the north, west, and south shores. The Commercial Zones 

‘it neatly in the middle where they are surrounded by Residential Zones. ОГ -STEP 

course, this is only one successful master plan. There аге countless ff Buidinga Seaport is no diferent than building any other fact tke a Police 


variations. ‘Station or Power Plant. Go to the Seaport icon +. on the side bar and push 
©. Be careful when you position the Seaport because itis larger than Zones. 
— and most other struc- 


Sometimes it's useful to stop time so you can plan carefully. This is tures, Place your Pon | 
especialy true in the Scenarios where you have a ited time to as shown in he photo 
accomplish your goals. The frst goal in the Practice City is to reach ў ‘and extend the Ral ine 
30,000 people in five years which is a very short ime. (Don t worry if you So it touches the Port. 


don't reach that goal, because you can stil buid a Metropolis of 
100,000) To Pause the game, go to the Game Speed icon Ж on the top 
bar then choose the Pause icon sl. While time has stopped for the 
SimCitizens in your city, you сап stil build and bulldoze as long as the 
money lasts, Don't expect improvements to show up on maps or graphs 
until you activate time again. 


THE WRIGHT FILES: PORTLY 


In Portly, Maine, Mayor Ken Portnolse cleverly decided to lure. 
away the'shippiné business from other cities by lining his 
waterfront anéas with Seaports. At great cost to the tax payers 
of Portly, the ports wore built, but oddly enough the town did 
not benefit. Industries remained unchanged from the time 
= when the first p 

port was built. 
Mayor Port- 
noise couldn't 
understand it. 
The рогів 
looked so im- 
pressivel 


“Atthis stage of he game itis tilimpor-. 
tant to add new Industrial Zones to 
create jobs. Three new Zones should 
be enough to raise your population. 
‘above the 10,000 mark to reach City 

vel, Follow the master plan of locating 


the new Zones along the east coast of 
theislandasshowninthemap. Another 
reason for building on the coast is that 


muchofthe ollutioncreatedis over the 
waterwhereitwon'taffectthe growthot 


‘ther Zones, te und 


A poor sin. 


STEP-BY-STEP 

Use the method described on page ten to build new Industrial Zones with 
the Industrial Zone icon dà. The locations forthe three new Zones are shown 
below, one near the Seaport and two further south. When leaving open 
spaces between Industrial Zones, make them the size ofa Zone. Later, when 
you maximize the use of space in your city, you can place new Zones 
between existing Zones. Fornow, il Ihe space with parks. Also add a Police 
Station to keep crime down and encourage development. Connect power 
and add Rails. 


. 


— 


With the increasein population from the. 
mewlndustil Zones your city wil need 
more Commercial Zones to service the 
mewollizens. Choose the location ofthe 
mew Zones according to the master 
plan, which is to place Commercial 
Zones between industrial areas and 
residential areas. Keep in mind that 
‘Commercial Zones ony reach the high- 
est stage of development 1f other Com- 
mercial Zones are buit next to them, 


Zones that reach the highest stage Of д poor sne 
‘evelopment have the greatest popu- 

latón and Land Values, which increases tax dollars, 
STEP-BY-STEP 


Use the directions on page ten to build new Commercial Zones with the 
Commercial Zone icon A. Аз you can see in the photos below, the 
Commercial Zones are built next to existing Commercial Zones. The space 
leftopenin the middle can later be filed by a Gift, such as the Bank, to help 
increase development in the surrounding Commercial Zones. For now, il 
the space with parks and run Rails to the new Zones. 


With all the building you've been do- 


BUILD MANY NEW 
RESIDENTIAL ZONES: | reyo aya ron nai o 1 


Ateraddingsomuchindustyandcom- E Д 
eroe, your nee for new Residential Bose chock by ating Pot 

Zones is great. The master plan is to Stations and replacing Roads with 

build Residential Zones on the three ali. Although а message may tell 

coasts not occupied by Industrial — RIO те 

Zones, Atthis stage, tisalsoimportant ion iiy checkin Polution Map in 

to keep now Zones close to the rest ot the information Menu, youl see that — 
the city, so the northwest area of the pollution has been kept down to a Yaa ae wal an your way le coming de prow 
city is the best place to expand. Since Pinion as indicated by the green, moet cas chy 

you have 14 Industrial and Commercial "areas. Yourbiggest concem now is money. Althat constructionhas emptied 


КЕ at 
mca ee е 
—— —— тај from the bank, adjust your tax rate and funding of services, plus there are tips. 
EE Roux ARI ае 
Housing Costs. r runout. Eventually, your 
5 ‘STEP howtofitenough Zones 
Using the Residential Zone icon [S and the method for building Zones i onto the Landform to 

overed on page ten, create new Residential Zones, In the photo below E x : reach the population. 


you'll notice that the new Zones are aid out in a rectangular pattem with an > (goal of 100/000, 
оре area in the middle. As with the Commercial Zones, a Gift can later be 

added to the center area to boost development of the surrounding Zones, 
Fornow, add a Police Station to reduce crime in the area. That willheip raise 
Land Values, too, Make sure all Zones have Rail access, 


SE 


ESA 
Bae 


Commerce © earn Sn am mowa h 


STAGE 4: CAPITAL 


Your next goal is to reach a popula- 
tion of 50,000 which will put you at 
the Capitai level. To do this requires 
building more industrial, Commercial 
зла Resident Zones, plus al he 
services they require. You'l also add 
mnArpoteStedumardmoreaits, | 900d —— Valve 
pedi met mmm | otaproperty with skyscraper buit 
growth by boosting Land Values. As ‘fof it is going to be higher than the 
You strive toward the Capital level, | Land Value of а property with a 
не Pracies Cy wi [| chicken coop. SimCity Land Values 
Doghiogeloowdedendanewest | Work the same way, Well developed 
—— 2 "reas are worth more than less de- 
‘eloped areas. Good locations also 

add valve, Areas near water, forests 

or parks have higher Land Values 

than areas with high eves of crime, 

trafic and pollution. = Land Values 

are important in SimCity for two 

reasons: frst, taxes are based on 

Land Values (higher Land Values 

mean more tax dollars), second, 

Tang Values ишта development 

ot Zones. Residential Zones rare 

9. опаа sittar of low 

Values due to the problems that 

‘cause the low Land Valves ike crime. 

On the other hand, if al Residential 

Zonesareinhigh value areas, Hous 

ing Costs may become a problem. 

You can solve Housing Cost prob 

Jems by creating Residential Zones 

inlower value areasofthe city. Amb 

of low and high value Residential 

Zones wil keep everyone HAPPY: y to me matos Mow) te Map S 
| jen Lara Vu Map o Land 

m 


а property and if the property isin a 


Balancing the number of diferent Zones is vital to keep your city 
growing. The Total Screen is the place to get this information. Go to the. 
Information Menu @ and then to the Total Screen @ The first three 
categories on the left show how many Resi- 
dentíal, Industrial, and Commercial Zones 
you've built. The best ratio is 2 Residential 
Zones to 1 Industrial and 1 Commercial. Other. 
information includes kilometers of Roads, Rails 
| and Power Lines, the area of parks, forest, 
openland and water (which is useful when 
| picking a Landform), and the num- 
ber of city services such as Police 
Stations, 
Schools, 
Hospitals, 
Power Plants 
and so on. 


— — — 


A BIG LEAGUE CITY 4 


(a ee ‘you'll need plenty of Residential and 


THE WRIGHT FILE 


TUS oh yo ney sag 
GOLDRUSH а ЕЯ 
For years and years Goldrush, Nebraska had been a sleepy develop Residential Zones ; — s. The problem with Stadi- 


town surrounded by fields of golden corn. Upon being elected, 
‘Mayor -Milo-Cobb—the largest land owner in the area— 
changed all that. He immediately tried to attract people and 
Jobs to Goldrush, hoping that he could boost the value of his 


‘orn fields and thenisell them, 
but his lack of planning proved. в 

disasterous, All along the Sil | form blocks as shown in the photo. 
ver Plate River, industries D | Extra Police Stations wil further add to 
sprang up like weeds and the. the Land Value by keeping crime rates 


surrounding Land Values low. Using the Stadium icon Ф, build a 
dropped. Sinice city taxes also z Stadium as shown in the photo, The use of Ralls eliminates traffic problems, 
dropped, Mayor Cobb didn't. |. New industrial Zones should be added in the area shown. 

have enough money to build Ё 

the Polloo Stations, roads and 
parks his expanding town 


needed. The problems got P The Bank first appears as a Gift, which means that you can place the. 
Worse and worse and the Land Bank building on the Landform. The best place for the Bank is in the. 
Values continued to drop un- . heart of the commercial block to encourage the surrounding Zones to. 
' a prime acre of farmland develop. The Bank only appears If your total amount of cash drops. 
cost the same as a fudgecicle, below $2.000. It allows you to take out a $10,000 loan, which you pay. 
Mayor Cobb's old mine turned “ey : back $500 per year for 21 years. While the loan is being paid back, you 


‘Gut to be full of fool's gold. 3 can't take out additional loans. Access the Bank through the Informa- 
tion Menu ff and Bank icon B. 


Tas out a loan for $10.000. 


‘Grouping Commercial and Residential Zones together in blocks is the best 
way to maximize the use of avaliable land. Blocks aiso share power 
‘connections and reduce the number of Roads or Rails you'll need to build 
“and maintain, Blocks can be of any size and configuration, but usually you t 
‘want to place Commercial Zones with other Commercial Zones. 

Zones produce so much pollution when they are in blocks that you should 
leave open space between them if possible. 


— 
и А il 
ahaa piv ts owe 


DOUGHNUT BLOCKS 


‘One of the most efficient patterns of locks s the Doughnut Block, consisting 
of eight Zones around an open space. The open space is what makes the 
Doughnut Block special. Ifyou place a Gift or parkland in the doughnut hole, 
the surrounding Zones develop quickly and to high levels. 


—— 


THE WRIGHT FILI 
LONESTAR 


Lonestar, Texas was the home of rugged individuatists who 
didn't like living in crowded cities. Thay wanted tho feeling of 
the wide open plains in their backyards. 1f mankind had been 
meant to have crowded cities, 

they argued, he wouldn't have 
been given Texas, Irma Biggs, 
the mayor of Lonestar, took 
pains to isolate every’ zone 
from every other zone to keep 
her voters happy. Well, when 
the skyrocketing bills for road 
maintonanoe came п, the vot- 
‘ers weren't so happy. The traf- 


ES 


аа D 
одета тт SSM RUS Wha are the warst pro- 
pp da 
pe zo 

no one ever built a skyscraper —— 
ПОИ сан 
TE s 

town couldn't grow large 17% POLLUTION 


‘enough to support them. 
5 == ps 


GIFTS GALORE 


‘As your city grows you wil receive many Gifts which you can give to the city 
for $100, Dr. Wright announces each Gift and gives a hint conceming where. 
it might best be located. Build a Gift by going to the Gift icon ? in the side 
bar, pointing at the Gift and pressing ©. Then place the Gift on the Landform. 
Each Gift has benefits, but some also cause problems. Listed below are the 
Gifts, the best places to build them, other benefits and problems. Be sure to 
build Gifts next to developing Zones to help them reach the highest levels. 
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fessa Connect 


BUILD AN AIRPORT + 


Your cityis well on its way to becoming a Capital. Like real cities of this Size, 
‘more and more of its business will be commercial as it grows larger and 
industrial areas wil become less important. Since Commercial Zone devel- 
‘opment is helped by the presence of an Airport, the time has come for you 
fo take to the skles. The cost of $10,000 is very high, but the boost to your 
‘commercial sector is important. Locating the Airport is a very important 
‘decision. An Airport creates a huge cloud of pollution that will lower Land 
‘Values surrounding it. The second consideration is that planes tend to crash 
ear the Airport. you build the Airport in the center of town, crashing planes 
Wil regularly start fires and destroy Zones. Airports placed on islands, 
peninsulas or in the comer of the Landform will have a less negative impact 
‘onyourcity. Another benefits that once you build the Airport you wil receive, 
the Expo Git, which should be built in tho industrial area. 


STEP-BY-STEP 

The Landform of the Practice City is very limited in usuable space, Luckily, 
there are two small islands nearby. The southwestem Island is the ideal 
location for the Airport, because the pollution wan't affect other Zones and 
‘planes willcrash into the sea. To build the Airport, use ће Airport icon + and 
position the cursor box over the small island as shown below. Run Power 
Lines from the city across the channel. Make sure that a Rall Line is not built 
beside a Power Line so passing ships won't cut the lines. 


zz mox R Ei 
Борне cates even fow yar 


ZONES Cities with Airports often take on an intema- 
‘ionalflavoras businesses rom faraway move. 

into tet. То аке advantage of ths, you sould bul а new Conmercal fishing abcordingo your master plan and with a tl һар rom the new 
ne 'e best site is near the other Commercial blocks in the middie you 

of the city. The new Commercial Zones will also help nearby Residential | efficientiand use. With the rapid increase in population, plus a generous loan 


Zones reach higher levels of development. "from the Bank, your finances are getting back on track. The future looks 
_ bright fory у. The challenges ahead include leaming how to manipulate. 
STEP-BY-STEP пенале mmiration, how touse the Landi maximizelandues 


Create a Doughnut Block using the Commercial Zone con i and fil the and much more. 
‘center with parkland for now. When youreceive a Gift that benefits Commer- 
ial Zones, Ike the Савіо, расе п р — 

the center: Run Rails around the out- З ЕУ 
side of the block апа make sure 
power is connected, 


Knowing where population is high or low, and where people are moving 
will help you uncover problems in your city 
planning. Gotothe Information Menu @ and the 
Map Screen 52. Push the Population icon tt 
{and two new icons appear: Population Density 
Biv and Population Growth st. Minimum popu- 
lation growth and density might indicate prob- 


Make Ме a litle easier! With Auto Bulldoze jg: build 
Roads, Rails, Zones and other buildings over parkland 
and forest without bulldozing. Auto Budget i elimi- 
nates the need to approve yearly budgets. Auto 
Goto gitakes you to the scene of a disaster. B.G.M. j 


lemsinaneighborood, such as Housing Costs 


самсаа 


А падом ES z 
Pa | | | = 

GOTO E. — Grow Populo Dery 
GOTO DISASTERS 


The Goto je icon flashes when 
— occurs. Move the cur- 
sor to it and push O to be taken 
directly to the location of the 
action 


STAGE 5: 
METROPOLIS 


‘The Metropolis—with a population of 100,000—is. 
the highest level you can reach in your Practice 
City. ts also your goal. To reach that level, you. 
Must utilize every inch of the Landform, plus зоте 
Special strategies such as changing tax rates, 
You'll also have to be prepared for disasters. A 
planecrash or earthquakeat thisstage cando alot. 
of damage. 


Problem Area: Polution vn Ала Low Growth 


Prae Ame Coe fte 


Many mayors easily reach the capital level of devel 
vat growth suddenly starts to drop off. Wh 
you expected a picnic? Then tell them to loo 
maps and graphs Housing Costs are ott 
blar is Unemployme 
reindustrialj 


their pockets-—that right Method, 


24 — t 


BUDGET *: 
TAX RATES 
исели Wee everyone ЕХ 
pay righ anes s game bogins with tho tax rate set at 79. Tat fne 
Паола you food al fr money you car ge orooneVuolon. Bl 
ow you population stig enough to sup len ash at even werk 


fates. Enter the Information Menu # and choose the Tax icon +: Thetax ate 
сап be adjusted between 0% and 20%, 


Chore Tes ao Тоонот Fg 


Там Cash On Acca guys 
En Bunt 


FUNDING SERVICES 


Every year you will spend a certain portion of your cash on funding слу 
Services such as Police, Fire and Transportation. SimCity automatically sets 
the funding rate at 10096, but that percentage can be changed (using the 
arrows) it you are desperate for cash. Although you can save money by 
Téducing the level of 

funding, you wil also 
face problems of in- 
creasing crime, fires 
that spread out of con: 
rol and Roads and 
COE — — wit 
pin 


FILLING IT UP 


The time has come to make use of the remaining empty areas of the 
Landform. You need all types of Zones, but more Residential Zones than. 
Commercial ог Industrial Zones. Much of the parkland space between the 
Industrial Zones must be converted, and the remaining forests must be 
sacrificed, as well. As Gifts appear, place them inside the appropriate 
‘doughnut holes. 


STEP-BY-STEP 
Create а Doughnut Block of Residential Zones in the southwestern part of 
the city as shown below, then create along block of Residential Zones along 
the waterfront, Remember to add Police Stations and Rails, Even though 
some of the Rails are over water, 
'hoystiiprovideaccesstothe Zones. 
New Industrial Zones should be 
placed along the eastem shore be- 
tween existing Zones. FII he empty 
lots closest to the water fist 


OneofthemostusefulGiftsis the Landfill It allows you to create a Zone- 
size piece of land over the water for $100. You can then build more Zones. 
or other structures on the new land. Landfill only appears when you've 
used up virtually all of the Landform space, then you'll receive three or 
four Landfils in а row. The reclaimed land is only large enough for one 
Zone, whichdoesn'talowspace 
for Rails. Reclaim land in the 
southem partof thecityforextra. 
Industrial Zones. Pollution over 
the water won't affect the city 
and the jobs are a big bonus. 


Tie ana ait 


grove THE CITY 


‘Sometimes you have to knock buildings down to 
makemore efficent use of the existing space orto 
correct a problem. In the Practice City you're 
‘building, the Commercial Zones in the northeast 
‘comer have become overly polluted. Develop- 
ment has reversed and buildings are getting 
smaller. Bulldoze the two closest factories and 
build parks. New Indus- 
trial Zones can be buit 
further away. 


When two Commercial Zones are side by side 
and they both reach the highest stage of devel 
‘opment, they become ahuge, combined tower 
called a Top. The same occurs with Residential 
Zones. Reaching Top level should be one of 
your major goals. Top buildings contain the 
greatest population and commercial concen 
trations. This is one 

reason why youbulid 
the same typo of 
Zones next to each 
other. Placing Gifts 
near Zones can help 
them reach the Тор ——— 
stage, Industrial Romar” 

Zones can't Top out 


ду ве пр conan а op 


DISASTERS # 


As youleamed inthe opening pagesot [— ——— — — — — — ] 


dhisimanual disastersereamaiorpertof. 
SimCity. You can make disasters hap- 
pen or they can sneak up on you when. 
You least expect them. The most com- 
mon disaster is the Plane Crash, which 
‘occurs requialy oncethe Alrportis buit, 
‘Other disasters may depend on your 
actions, or they may occur randomly. 


bulldigs are 
damaged and 
fires break out. 


FIRE 

Fires spreadrapily through bulld- 
ings If there is 

по Fire Station 

nearby. All di- 

pastors cause 


EARTHQUAKE 


Buildings are reduced to rubble 


and fires break 
out all over the 
city. This can be 
themost devas- 
tating disaster 


PLANE CRASH 
Planos tend to crash near the Air- 
роп. Buildings 


сап be de- 
stroyed and 
fires started, 


TORNADO 


The tomado cuts a swath of 


destruction 
through your 
city, destroying 
buildings and 
starting fires. 


MONSTER ATTACK 
Bowser marches toward pollu 
tion sources, 
stompingevery: 

thing in his path. 

Fires begin in 

many places. 


NUCLEAR MELTDOWN. 


When a Nuclear Plant blows, 
large area sur- 

rounding it be- 

‘comes radioac- 

tive and useless. 

for decades. 


‘SURVIVING 
DISASTERS 


"Disasters can bealotoffun, but when you've worked for a long time building 
tp a city. 1 сап be discouraging to watch a fre or earthquake destroy 
everything. That's why itis so important to plan ahead for disasters and react. 
‘quickly to them when they occur. 

_ PREVENTION 
Fuly fund the Fire Department and make sure the city has good Fire 

Every block af Zones should have several power connections 
Use parks and bulldozed land as fire breaks, Other steps include: developing 
shorelines to avoid 
Floods; buiding to Ar- 
— 
ToreducePaneCrashes 
and Wing pollution to 
Stop Bowserttomshow- 
ing up. 


EMERGENCY STEPS 


Contafrosbybuldor- Use Power Lines to re- Once the fires are out, 
ingdamagedandbum- storepowertoallZones buldozewreckedbuld- 
Ing structures, roads that display the blinking ings and place new 
‘andrubble.Quicklybuild ©. If you don't, Zones Zones, Roads, Rails and 
Fire Stations near fires. empty andpeopieleave. city services. 


Cities, ike nations, are often shaped by great events. 
Your ciy also has a history, and you can view the 
highlights by going to the Information Menu f and the 
History Screen 3i The History Screen lists the 10 most. 
recent historical events. 


THEWRIGHT FILES: HOOCARES 
The people of Hoocares, Florida never thought a disaster could 
happen io Dem, They lived in a beautiful town with lot of 
Sunshine and orange juice. Life was good. Their shorelines 
‘wore wild and undeveloped, which made for excellent fishing 
"The airport was located conveniently in the heart of the ity, 
and the Nuclear Fowor Plants kept the skies clear of smog. The 
"yahoos who tried to sell the 
y fire таска were ust wast 
ingieir time. Then the earth- 
quake of "BO hit them like a 
herd of buffalo stampeding 
over a sandcastle. Of course, 
tho earthquake caused numer: 
оша fires and a nuclear meli- 
down, which would have been 
bad enough, but a tidal wave 
flooded the city, as wall, and 
with all the smoke and confu- 
sion, airplanes kept slamming 
into tne skyscrapers. down 
town. The one Fire Station 
couldn't cope, perhaps because 
I had been wiped out in the 
earthquake, and practically 
the entire сву of Hoocares 


Landfil Giftisthe best way to add new space for development, butitisn't 
‘only way. When you build parks and other structures along the edge of 
water, a smali section ofland is created. These small additions can make 


TalthenewPlansand 
Zonesaspictured. You'll 
need the second 
Nuclear Plant to avoid. 
Brownouts, which can. 
limit growth, 


Asia wry te waters еде Mow Рет по o go. 


MORE SHORELINES 
‘Some pieces of land seem worthless because you can't run Roads or Ralls 
other, even though the area might be large enough fora Zone. This is often 
the case near the water where a peninsulajuts away from the mainland. N you 
buid а Zone and run 
— or Rais alongthe 
‘outside of the Zone in 
the water, the Zone be- 
haves asifithas access 
to transportation and it 
‘wl develop. 
Accs they develope 


| should be on the brink of reaching the Metropolis stage by now. Most 

‘Commercial Zones have reached the Top level of development, 
| | although creating pollution hot spots over the eastem shore, has 
|provided needed employment. Most of your Residential Zones are also well 


MODIFYING THE CITY 


‘Small modifications of- 
ten make a big differ- 
‘ence, To get the most 
out of every space 


SRE — "could probably use a few more Gifts. Pubic 
Sunening, Zones. For pron shows tet Housing Costs, rime, Taes and Polution are not 
instance. a Немет. Considered big problems. Stil, you may have rouble getting the city to grow 
tial Zone is off by itself ‘the last few thousand people needed to reach 100,000. You can increase 


your population by squeezing in a 
few more|ndustrialZonesandiower- 
ing your tax rate to 096. In the next 
chapter you'll explore the challenge. 
of creating a Megalopolis, and some. 
of the techniques that make a Мед: 
— ||| lopolis possible, such as stacking. 
LC ||| Zones and forcing Gifts, can also be 

used in the Practice City to boost 
population, 


and isn't developing, 

‘maybe you should replace it with an Industrial 

Zone, of Industrial Zones can be replaced with 
‘CommercialZones.Anothermethodstobulldoze 

hospitais and schools in order to Бића Zones that 

wil develop. (A word of warning; It you bulldoze 

too many hospitals ог schools, а disaster is Ікву. 

to occur) If a Top tower is bordered by а highly 

developed building on either end, bulldoze half Of Prass tnr zm stub wo 
the Top and reZone it. Nowyoucan gettwo Tops. Tors 


Inspectlets you see the stage of development of every Zone in your city. The View Giftisaspecial, commemo- 

Go to the top bar and the Inspect icon (9. When you push ©, a circle Tative model of your city as seen trom 

appears, Inside the circle, Zones appear marked with their leves of ‘an angie. Go to the top bar and the 

development. R-4 High, for instance, means it is a Residential Zone at Information Menu #. then to the View 

level 4, stage High. Commercial Zones have five levols, but Residential icon Ж. You can scroll about the 

and Industrial Zones have only four levels. Уем model, but you can't make 
changes. It's just for show. 


— lean 
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STAGE 6: 


‘The ultimate goal of any mayor is to create 
‘a Megalopolis of 500,000 people, The Prac- 
tice City is too small for such a gargantuan’ 
undertaking, but there are 1000 Landforms 
that you can choose from when you start a 
new city. Allof the problems you've encoun- 
tered in the Practice City also occur on the 
larger Landforms, but with larger cities, the. 
problems are also larger, and some of the. 
problems will be brand new. But don't get 
100 stressed out. There wil also be benefits. 
thatyoudidn'thavein the Practice City. New 


Gifts will become avallable, and new ways to structure your city мій become. 
important, In this chapter we'll tell you a few things that can help you reach 
yourgoal,butit wil take alot of experimentation on your part. You'llalsoleam 
‘More about the Scenario Options of SimCity—disasters and challenges just 
waiting to happen—plus we'll share some creative ideas that might open up. 
a whole new world of play. 


Паво со Ве a Megat pet. 


LE 
uns through it. You'll also notice that 5 Dave" 
{he Commercial Zones aren't in the ЕВЕ NN 
fear ine ciy as they wore win tha 

rie Ci the Sraqy of al 
Dip ates much die on he 
Trad eds Zones hero 
the edge of the Landform to help. 
‘diminish the effect of pollution. Com- 
mercial Zones form а ring around a 
Canal covet Residential Zones. Ot 
Se Di Wight at te rat 
tocar ne sony oneot count 
—— a па ca ow 


Time plays several roles in SimCity. Only 
‘over time will Zones develop, just like in real 
cities, and it takes a mayor time to solve 
problems. Luckily there's plenty of time 
available. You can play for thousands of 
years of game time f you want. Inthe future, 
‘Changes take place in some of the graphics, 
like the stadium. In the short term, you can 
‘watch the seasons change. 


а.) 
— — 
prs 


Mainland cities present new chal- 
lenges and require new strategies. 
‘The two biggest differences are that 
you can bul right up tothe edge of 
theLandiormand hat youhaveariver 
ог rivers dividing up the Landiom. 
Building along the edge of the Land- 
formrequires straight, — 
П Zones and vareporaton systems, 
whereas buiding straight along river 
banks is difficult. Rivers also act as 
divers in the city. For instance, in- 
dustral Zones on one side of tho river 
wil not help increase population on 
the far side. Ono of the great benefits 
of buiding Industrial Zones along the 
'edgesisthathalfine pollution воће. 
map anddoesn'taffectthecity.Thisis 
eryimporantwhenitcomestohoaviy 
polluting industries, Airports and Coal 
Power Stations, 


WRIGHT'S TIPS & 
5 


“Through diligent research and fiddling with SimCity, Dr. Wright has uncov- 
‘ered some useful ways to pack in the population and get Gifts. "It's not 
‘exactly cheating,” says Dr. Wright. "I prefer to think of tas taking advantage 
of circumstances.” 


‘Stacking Residential Zones is a great way to pack more Zones into an area 
than normal. When a Residential Zone has fled up one side with single family 
houses, bulldoze those houses and quickly place a new Residential Zone. 
‘over the bulldozed area, Stacking can greatly increase density of population, 
but Zones can't reach Top level 


FORCING GIFTS 


A certain set of conditions must be met before a Gift appears. For instance, 
if you build enough extra Rails, you will receive the Train Station, The same 
Is true of the City Park (build parkland), Police and Fire НО (build Police and 
Рио Stations), the Bank (reduce your cash to less than $2,000) or the 
- r3 Amusement. Park/Ca- 
зпо (build Residential 
Zones.) Once you have. 
the Git, you can bull 
doze the excess Rallsor 
Zones. This is a good 
strategy if you have 
money to spare, 


—— 


THE GREEN SCHEME 


А green city with many parks makes a nice place to Ive. That is as true in 
SinCity as t's in your home town. Parkland have many oer bene 25, 
Well. You've already seen that parkland keeps Land Values high, which in 
лит reduces crime levels. You can also control pollution using parkland. 
Major Roads with heavy traffic can be lined with parkland to reduce pollution. 
levels. You've also learned that you can use parkland to extend the area ot 
'usable space on the Landtorm by building along the shoreline. Another 
benefit of shoreline parkland is that 

it drastically reduces the effects of 
flooding. Parkland can help Zones 
develop, actas fre breaks between 
neighborhoods and force the ap- 
poaranceot City Parks, whicharean 
‘ven better way to boost Zones. In 
short, building lots of parkland is a 
great way to make your city grow. 


=H 


o create polvo. 


/ALUATION ОР 
А OPOLIS 


|Megelopolis won'tbseasy. Much of yourstrategy wil bebased on the 
youchoose. I thereisa lot of water, the task willbe more challenging. 
Some basic rules wi help: use Nuclear Power Plants to save space and reduce 
"pollution, buid Industrial Zones along the edge of the Landform, use Zone 
‘blocks and the stacking technique to 
‘concentrate your Zones, use Gifts to 
help Zones develop, fil empty areas 
‘wih parkland, use Ralls rather than. 
Roads. 


THE WRIGHT Fi mm 


Mayor mma Speedy wanted Planless, Wash- — — 
ington to become a Megalopolis as quickly | ВЕНЕ 
as possible, As a student of mine, she knew | 
that commercial zones should be placed 

between industrial zones and residential 
zones, but she didn'tlearn the most impor 
tant lesson of creating à master plan. Ав 
result, there were clusters of industry all 
ver the map, surrounded by commercial 
zones and residential zones. The olty had 
noheart and noneofthemini-ities reached 
their full potential, On the other hand, 
each of the mini-<ities had few problems. 
With a није тпоге work she might have 
pulled it off, but some other thoughtless 
mayor saved his 

dity and wiped out 
Planless. 15 not 
easy beinga mayor. 


BAX CRIME 


Dealing with disasters and striving toreach Megalopolis ae two ways to play 
‘SimCity, but there are many more. One of the most exciting ways to play is 
to model your own town, or some favorite city, Choose a Landform that 
resembles the area of the city you want to model, then start buiding. Maybe 
you want lo make improvements on the Los Angeles freeway system. Ifyou. 
Wantto create SimCity version af Memphis or London, youcan do hat, too. 
Or maybe you'd lke to create the perfect small town, or a community of 
towns! Some mayor's like to test out ideas, such as creating a city without 
а mass transit system that doesn't have traffic problems. You can even use 
SimCity to make pictures and designs. It's all up to you. Let your creativity 
run пов, Below are sample cities, some of them models of real cities and 
some completely made up. 


GREEN JUNCTION 


Green Junction, Arkansas is a small, country 
town with a railroad station, fields, forests, а. 
lake and no industry. This would be a great 
placa to live, unless you needed fo get a job, 
Green Junction is proof that cities come inal, 
sizes and shapes. 


FUN CITY 

Fun City has something for everybody. The 
mayor ofthis town obviously Is serious about 
having a good time with parks galore, and 
much more. The mayor's favorite super hero. 
| stands majestically at the center and he has 
even built his own house here, plus houses. 
for all his friends. 


pleasant place, but as you can see, there are I 
Some traffic problems because so many |: Mira 

I rese wan van neo Hcr nt Бе 
Buildings close to Mario and the freeway. 


PATCHWORK CITY = 


The Mayor of Patchwork City can't nave a ee 
firm grasp of the concept of planning, but his Wisi zz se 
ares of clr and combustion s tuy ит Ba 

ОЕА me 
Fast be ge or раска? m 


jg NS 


Round Butte Utah was bult i a circle to P 
Conmorersie the ponere who used о | 


grown steadily in spite of a piecemeal trans: 
portation network and high pollution. 


DR. WRIGHT 
Dr. Wright's urban self-portrait is not a func: 
tioning city, but it demonstrates that beauty 
js in the eye of the builder as well as the 
'beholder Says Dr. Wright, “I aways wanted. 
to leave my mark on the word. Now I've left 
my face!” 


Вапк—А business that lends money. The SimCity Savings & Loan wili lend 
you $10,000. 
Block—A group of zones placed next to each other so that their sides touch. 


Bowser—A giant turtle who likes to destroy things, lie cities. Heis King of 
the Koopas, 


Brownout—When there is not enough energy being produced for all the 
zones, some zones don't receive any energy. 


Budget—The yearly process of collecting and spending taxes. 
Bulldoze—To destroy a zone or structure using the Bulldozer icon. 
Capital—A SimCity wth a population between 50,000 and 100,000 citizens. 
City—A SimCity with a population between 10,000 and 50,000 citizens. 


‘Commerco—Businesses that provide services such as repairing TVs, 
Bolling clothes or making loans. 


Commercial Zono—A zone in SimGity where commercial activities take 
place and develop. 


Crime—Any legal activity. In SimCity, high levels of crime cause problems. 


Current Funds—The amount of money you have after taxes have been. 
collected and services are funded. 


Cursor—The bokorhandthatyoucanmoveaboutthe screen to bulldthings 
‘or choose game options, 


Developed Zones (Undeveloped Zones)—Zones with larger buildings that 
‘contain greater population. An undeveloped Zone has no buildings on it 


Expenditures—Money spent for city services, 


Fire Coverage—The area protected by a Fire Station or all the Fire Stations. 
in a SimClty. 

Funding—The yearly amount of money spent on a Government Service 
‘such as Police or Fire protection. 


70 


such as a Library or Expo that the mayor receives when: 
conditions аге met. As mayor, you can present this Gift to the city. 


'elected to make decisions for the entire community. 
is the government, 


 Services—in SimCity, Police and Fire protection plus trans- 
maintenance are services provided by the city. 


t appear in Residential Zones and do not develop. 
thelr original form. 


а Costs—The relative cost of a residence. In SimCity, housing costs 
higher as Residential Zones reach the highest levels of develop- 


соп—А picture that represents an action or a thing, SimCity Icons are used 
build zones, buildings and to access game options and information, 


Industrial Zone—A zone in SimCity where industrial activites take place 
'and develop. 


Industry Businesses or factories that create products such as cars, yo yos. 
Or video games. 


Landtorm—The map on which you build in SimCity is called the Landform. 
It consists of fields, forests and water, 


Land Value—The price of a piece of land. In SimCity, Land Values are viewed 
| on a scale from low to high value. 


| Load—An option that ies you resume а game that has been stored in the 
| Game Pak's memory, 


| Loans—Borrowing money which must be paid back. 


Mass Transit —A system of railroad tracks and trolley cars that move people 
around a city. 


Master Plan—An overall strategy for locating the different Zones and 
facilities in a SmCity. 


Mayor—The highest elected official who makes decisions for a city. In 
‘SimCity, you are the mayor. 


Megalopolis—A SimCity with a population of at least 500,000 citizens. 
‘Menu—A set of options from which you can choose. The Information Menu 
ets you pick different types of information to view, such as maps or graphs. 
Be ee Nono sena pore cay HMM 
clüizens. 

Net Migration—A term used in the Voice Screen to indicate how many 
people have moved into or out of your city during the last year. 


Police Coverage—The area protected by a Police Station огай the Police 
Stations in a SimCity. 


Pollution—Wastes from industry, airports and traffic. In SimCity, heavy 
pollution may cause problems. 


Power—in SimCity, power refers to electrical energy which is used by all 
zones, Power Plants create the energy and Power Lines transmit it to the. 
zones, 


Practice City—An option In SimCity that lets you build a city on a small 


Public Opinion—What the voters of your city think of your job as mayor, and 
what they think are the worst problems in the city. 


Rails—The track for a mass transit system. 


Residential Zone—A zone in SimCity where people ive and where schools. 
and hospitals are located. 


‘Save—An option that stores the current game so you can resume play later. 
The battery In the Game Pak lasts approximately five years. 


‘Scenario—A SimCity option in which you manage а crisis in a model city. 


Schools Schools appear in Residential Zones and do not develop beyond. 
their original form. 


‘Side Bar—The double row of icons along the left side of the screen that are. 
used to build things. 


‘SimCitizen—Someone who lives in a SimCity and likes to complain about 
things. 
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modei that represents а real thing such as a city. 
Income Money received each year from Gifts such as the Zoo. 


yearly payment by citizens that is used by governments to pay for- 
ike Police protection. 


Rate—A percentage of income that determines how much tax your 
pay every year. 


Top—The highest level of development for zones in SimCity. Two zones of 
‘the same kind must be placed beside each other to achieve the Top level. 


Тор Bar—The row of green and black icons along the top of the screen for 
ing the game and getting information. 


“Town—A SimCity with a population between 2,000 and 10,000 citizens. 


Traffic—The amount of cars on the roads, In SimCity, heavy traffic may 
Cause problems. 


Unemployment—When there are more citizens than jobs there is unem- 
ployment. To reduce unemployment you must create jobs. 


Village—A SimCity with a population between 0 and 2,000 citizens. 


Moice—Public Opinion in SimCity is viewed in the Voice Screen in the 
Information Menu. 
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Cost Of Operation 
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GOVERNMENT 
SERVICES 


"ТОР BAR MENUS 


| GAME SPEED MENU: 


| ‘The four options are Fast, 
| Medium, Slow and Pause. 


DISASTER MENU: | 


buildings and Zones. 


| INFORMATION MENU: 


MAP SCREEN. 
ew тесу new ays Look for 

| робит элаз rd ars bat ron 
brown 


[ud GRAPH SCREEN 
Seton cy ores 


j Dn 
Б 


| VOICE 
Рас Opon aed Orar 
BR icuaes cy putes 


Each of the six disasters can > 
vated by itself or with other disasters. 
Disasters cause ros and destruction of. 


Information about your city and the people who live in it is 
available in maps, graphs, poli 


AUTOMATIC OPERATIONS MENU: | 


Bulldoze, Budget, Goto and 
Background Music can be acti- 
vated automatically if you tum 


them on, 


be act 


is and other forms. 


| 


TOTAL 
An menti of your cy li re 
и 


MEO eee | 
ieam | 


jos m 


| save oan E Load: You can ond 

Save your current game cities quickly. 
or Load an еатег дате mm Save: You can 
— ЕТ] avo two cities. 

DR. WRIGHT: 

e Tho SimCity expert has sage advice for every occasion. 

INSPEC’ 
The Inspect Lens lets you peer at a Zone to see its level of 
development 


GoTo 


> бо quickly to the site of a problem or disaster. 


SIDE BAR COMMAND > 
ICONS 


BULLDOZER $1 

Knock down buildings, remove Zones, Roads, Rails, Power 

Lines and other structures to correct problems, or because 
you like knocking things down. 


ROADS $10 ($20 OVER WATER) 
Build Roads to give Zones needed access to other parts of 
thecity. AZone won't develop unless ithas access toa Road 
or Rails. 
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У | RAILS $20 (540 OVER WATER) 
‘Avoid the problems of Roads—pollution and trafic conges- 
tion—by building а mass transit system with Rails. 


| POWER LINES $5 ($10 OVER WATER) 
Connect Zones to a Power Plant using Power Lines. A Zone 
without power won't develop, and other structures like the 
Zoo need power to function 


Business goes onin the Commercial Zone, but some people 
live here, too. Development begins with simple strip malls. 


Products are manufactured in Industrial Zones. Not many 
people live here. Development begins with workshops and 


PARKS $10 


‘An area of parkland consists of either lawn or a tree and 
increases Land Values in surrounding areas. Parks also 
decrease pollution. 


A Police Station reduces crime rates in the nearby Zones. 
Yearly funding for each Police Station is $100, but you сап 
pay less if you dare, 


RESIDENTIAL ZONE $100 


Most people live n Residential Zones. Development begins. 


with single family houses and ends with huge luxury apart- 
ERE reos 


А Fire Station provides protection against fies in nearby 
Zones. The closer a Fire Station is to a fre, the faster ће fre 
Wil be put out. Yearly funding is $100. 


STADIUM $3000 


Build a Stadium when the public demands It. The Stadium 
will help Residential Areas develop, but it also increases 
traffic. 


NUCLEAR POWER PLANT $5000 
Each Nuclear Power Plant provides enough electricity for 
120 Zones, but if they molt down a large area of the city is 
useless for many decades. 


SEAPORT $5000 


n Build a Seaport to help boost development of your Industrial 
Zones. One Seaport is all you need, and it won't make any 
difference if it isn't buit by the water. 


AIRPORT $10,000 


BE] Suid an Airport to heip Commercial Zones develop. The 
‘drawbacks are high pollution and the possibilty of planes 


‘COAL POWER PLANT $3000 


Each Coal Power Plant provides enough electricity to keep. 
40 Zones running, but they create high levels of pollution. 


As the mayor, you can present these Gifts to the city. Many 
have benefits, but some have hidden costs. 
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| 
ZONE GROWTH LANDFORM MAPS ^" 
CHARTS There are 1000 Landtorns in SimCity rom which 


усап choose, Below are pictures of the first 100. 


SimCies grow ony if the individual Zones within them develop from low and 0 more of the 
Stages to high stages. Your goal should eto try to develop ali ot your Zones X mostinterestngLand- 
to high stages. "d forms. Each Landform 


has different amounts. 


of forest, water and 
tand. A Landtorm with 
lots of wator provides 
more of a challenge 
for reaching high 


population goals. To 

see how much land 
and water a Landform has, choose the Landform 
and look at the Total Screen in the Information. 


Commercial Top. 


4 


Top levels of Zone devel- 
‘opmentarereached when 
two Zones of the same 


OI d 


EE: тр 
LLELLE Magnify Lens. 
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Megalopolis... 
Metropolis 
Money .. 


121,26 


13,16 
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|АНАМТУ AND SERVICE INFORMATION MEE. 
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penton me amy торт Parse Te Pie ie, on 
‘Sy ir sso corel rw prion amor ba seed oe Pa pone you wit: 
‘eed exes any vc rap nra eed avt NINTENDO AUTHORIZED 
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HARDWARE WARRANTY 
“tartana ot Arrenca ire” (rte) waar to he signa puronassr al me hair prout 
‘hates oe Vo act пала and wanna o wi (1) ori rm ma t 
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трол, ves Cee. The gal purse ite to f» way ny £ ode o 


Portam = tegit a pont d e the comer car demons ser 
aeter, mat Pc potu wi phase vil eia 1 van 


GAME PAK & ACCESSORY WARRANTY 
Martano warrants та опала purchase a e rdc (Gare Paks ard ass) habe 
пошто tec п maton a moram ta perdo (тонни am ha ta И 
ома Va cect ond by V riy Sour dui Pie va П) тт аталу perd 
газ or a INTENDO AUIVORIZED REPAI CENTER wt rapan ve cles priua e 
aane 


SERVICE AFTER EXPIRATION OF WARRANTY 
Pas cal be Сити дала Hote м 00 8 00 fo ub елоді ansiano 
— renes NNTENDO AUTHORIZED REPAIN CENTER. W оти anco, 
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WARRANTY LIMITATIONS 
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Seo Soren DEVES атала aio PONER SUR ES) URED OR COMMA. 
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1OGRAPHICA: 
INFORMATION 


1 Dx. Wright entered the growing Пі ог 
‘SimCity Design is the nia 80s after an 
Unhappy career as а chemist cresting 
naw hal coloring formulas, Abos this 
tiae, а group of programmers were 


Joking for scientists to rosearch a phe- 
потера! new game called SimCity: With 

‘advanced degraes In Urban Planning. 

Computer Aided Design and Nintendo 

‘ane Counseling, Dr. Wright was the clear cholee to heed up the experimental 
team. His Insightful studias into the cause and effect of SinCitles and their 
mayora have bean recognized as the benchmark in the field. Among his 
‘many finds aro theories explaining why new SimCity mayors cast stop 
laying: the game and why tho SimOnicken crossed the road. Dr. Wright 
Hives with his family in a town he designed and built from environmentally 


pon 
PERSONAL FACTS: 
E 1000 


наци: Sicher 

— Mario Stato University BA. MA, Phé. DDS, NES, Honorary 
— of Déop Thinking 

Hobbies — Fors? racing, skydiving with Pllotwings™, ant Yoshi 


Past Titles: Nationa) Traffic Coordinator, President of the Soclety for 
the Preservation of Antique Plumbing 


Nintendo of America Inc. 
O. Box 957, Redmond, WA 98073-0957 U.S.A- 
~ pon 


